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f INTRODUCTION 


“The Wheel of Timeturns and Ages 
come and 20. What was, what will be, 
and what is, may yet fall under the Shadow.” 
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. On THE EYE OF THE WORLD, Robert Jordan began an 
epic tale that introduced fantasy readers to the immortal 
£yclical struggle between the Dragon and the Dark One. Now, 


the battle leaves the pages of the bestselling books and a new 
chapter is added to the saga. 


Long ago, in the Age of Legends, mankind unwittingly released 
the Dark One into the world. Powerful magic eventually locked 


him away again, but the "seals" to his prison were lost in the 


chaos that followed. Thousands of years later, four opposing 


forces seek to recover these seals, each with their own agenda 


In the single-player game, you take the role 
of Elayna Sedai, Keeper of the Chronicles of the 
White Tower, as she scrambles through a story of intrigue and 
deception in a last ditch attempt to retrieve one of the seals 


stolen from the stronghold of the Aes Sedai sisterhood. 


When the game opens, the Aes Sedai have two of the seals to 
The Dark One's ethereal jail. But there is trouble brewing in 
the White Tower. Seven sects of the Aes Sedai live in the spiral 


haven (Elayna is a member of the Brown Ajah, the sect dedi- ee 


cated to the collection of knowledge). But there are rumors of 
an eighth, secret sect, whose members have dedicated their 


souls to the Dark One. 


Known as the Black Ajah, these sisters have quietly gath- 
ered their power and waited for the right moment to strike. 
Now, they have betrayed the White Tower to an army of 
invaders who capture one of the seals. When the Amyrlin 
Seat - the leader of the Aes Sedai - discovers this treachery, 
she cedes the leadership of the sisterhood to Elayna, the only 


one who has the power to recover the stolen seal. 


In the multiplayer scenarios, you'll assume the personality 
of one of four characters (Elayna, The Leader of the Children 
of Light, The Hound, or The Forsaken) as they battle for ulti- 


mate power. Each of these characters has their own motive for 7 | g 


wanting the remaining seals, and not all of them are good. It's 


up to you to choose the light or the dark path to achieve your 


goal - no matter the cost! 


Runsing? 


o start the game, double-click the Wheel of Fime 


Navigation through all 


Time INSrKS Ihe: same way: 


ie | 35 "keyboard to move from 


SI sn LE-PLAYER GAME, you will e 
d of the Bee of Time through 18 si 


on the menu. 


tied Jarrative cu Use the RIGHT AND LEFT ARROW keys to 

the role of | 1a Sec ai Schi change an option. In most instances, a brief 
| .n | ggplanation <ı of the currently highlighted option 

. m jef the menu screen. 
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TUTORIAL 
NEW GAME 


Easy 

Medium 

Hard 
LOAD GAME 


SAVE GAME 
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[SINGLE PLAFER ) 
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Joın GAME 


Favorites 
WOT Servers 
Arena 

Citadel 

LAN Servers 
Populated Servers 


PLAYER CONFIG 


Name 
Character 
Skin 


ARENA SERVER 


Select Map 

Number of Kills to Win 
Time Limit 

Cycle Arena Levels 
Player Count Limit 
Max Client Framerate 
Server Name 


Admin Password 
Game Password 


Launch Dedicated Server 
CITADEL SERVER 


Number of Citadels 
Select Map 

Time Limit 

Number of Kills to Win 
Number of Seals to Win 
Seals per Citadel 


Automatic Team Selection 


Player Count Limit 
Maximum Team Size 
Max Client Framerate 
Server Name 

Admin Password 
Game Password 


Launch Dedicated Server 
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Fire 
Jump/Up 


Move Forward Brightness 
Move Backward Toggle Fullscreen Mode 
Strafe Ba Select Resolution 
Strafe Right #2 Advanced Options 
Turn Left 

u. VSync 
Turn Right Master Detail Control 
Next Hand 


Geometry Detail Br 
Texture Detail a 


Decoration Detail 


Previous Hand 


Drop Item 


Mouse Look Max Number of Decals W x 
Look Up Particle Density - i 
Look De Volumetric Lighting > 
Center View Sound Quality E 
Walk vw. Master Volume - 
Strafe =: 2 Music Volume 
Reset To Defaults | | N = 
B Music N 
InvERT Mouse RN I m 
n m un ö a 
Mouse SENSITIVITY Eee . 


Aıways MouseLooKk 
Auto $SLoPE LOOK 
LOOKSPRING 
CROSSHAIR 
Vıew BoßB 
Joystick ENABLED 
GORE DETAIL 
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1, 2,3... 0 Select shown artı 
in hand 


fa ct in hand/select next 
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previous hand 


]: Select next artifact 


- Strafe Left, EN 


: Summon Console/Banish Console 


TAB: One line console command-Enter or ESC to leave 


Function Keys 
F1: Help 


COoMMANDS 


F2: Research Selected Artifact 


F3: Mission Information (Single Player Game) 


F4: Scoreboard (Multiplayer Arena and Citadel Game) 
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F5: Quick Save (Single Player Game) 
i F6: Quick Load (Single Player Game) 
Id. tion  ickty FT: Save Menu (Single Player Game) 
F8: Load Menu (Single Player Game) 
F9: Screen Shot 
F10: Edit Citadel (Citadel Game) 
F11: Increase Brightness 
F12: Toggle Full Screen 


Mouse Wheel Artifact Selection 


if you have a mouse wheel, you can roll it to run through the 
available artifacts. 


k, or Say "Message" (used in multi- 
to all) 


® ade casts to team-mates in multi- 


ON-SCBEEN INFOBMATION 


U 


‚Timer, TOP RIGHT: 

‚A few single player missions are time-based. If time is a factor in 
the victory conditions for a mission, a timer will appear in the 
upper right corner of the screen. 


en be Shen . 


his section explains all the information that 
is displayed on the Heads Up Display (HUD) during 
ZUG HE 


New Artilact 007, BENEATH BAD EFFECTS ICONS: 
When this appears, = just Find an artifact that 
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ll isplay all artifacts in that "hand"; 
n cycle € veen the artifacts in that hand. 
Notches Bbove the ori icon indicate the number of arti- 
ts in that particular hand; the yellow notch indicates which 
is currently selected. Charge numbers are at the bottom of 
the frame. 


Dialog Messages from other players, 

UNDER CHARCTER PORTRAIT: 

| Text messages from other players appear under the potrait in 
the upper left corner of the screen. 


Chagact ag®ortra it, moBlerr: 

Displays character choice or current image. Health 
number is beneath. A green border around the charac- 
ter portrait indicates that something is seeking you. 
Key ICON, BENEATH PORTRAIT: 


Indicates the keys that you carry. Useful for opening 
doors. 


U004 Ellects ICON, RIGHT OF PORTRAIT: 

An icon here usually indicates that something good is 
affecting you. You are usually the source of these 
effects. 


‚ Death Messages, UppER RIGHT: 
| Death messages appear in the upper right under any icons that 


Bad Effects icon, Tor ricHr: may appear there. 


An icon here indicates that something bad is affecting 
you. These effects usually originate from elsewhere. 
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In addition to the HUD information, there are some other on- 
screen cues that you should be aware of: 


"Carrying Seal" indication: 
In multiplayer citadel play, a glowing seal appears over the 
head of a player character who is carrying a seal. 


Respawning artifacts in the single D 
game: While respawning (re-appearing) artifacts | 
mon in multiplayer, they are rare in the single player game. 

blue nimbus effect around an artifact in the single player ga 
missions indicates that the artifact will respawn at that locatic 
if all charges are used. | 
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ul he Ast option ea van 
launch the in-game Tutorial. The Tutorial will intro- 
duce you to the basics of game play for both the 


single and multiplayer components of the Wheel 
of Time. You/ll learn: 


* How to navigate through the game environments 


* How to find, research, and use ter’angreal 
(magical artifacts) 


Rn 


" What to expect in terms of game puzzles 


* How to use the Citadel Editor to place traps 
and troops 
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The Tutorial also provides you 
little bit of story background an 
play so the experience should be fun ANI 
educational; we recommend you run 
through it even if you are an experienced 
action gamer. 
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(ID nce you've run through the Tutorial 
u eer to begin the Single non 
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level, 


IGLE PLAYER from the mai 
W GAME. Pick a level ı 
a - EASY is for novice gamers, 
MEDIUM is for someone who has played 
a first person 3D game before, and 
HARD is for very experienced FPS players 
- and you’re off to the races. 
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cal artifacts designedto perform specific. 
Some had to 2 e actaäliec and € energized wi Ihe One 
Power, and only be used by. Aes Sedai. © her 
could bed. by anyone. The game boasts 40 oft 
| artifacks, which.can be used.either ‚för © 


defensive Pürpöses. 


EFFECT: Air Shield For a protective barrien that pre- 
vents-all air-based weaves or environmental hazards 
„from affecting you: _ 


aBeNeNTS: Air 
& AURA OF UNRAVELING E 


EFFECT: immediately after theter 'angreal is laid, 
anyone walking nearby-as well as Any projectiles that 
strike the box-will trigger it. For. „a short time, the - 
area surrounding the artifact acts as a dead-zone: 
Be ärtifacts do not activate, currently active effects 
A ar,'and weaves launched into*this areardissi- 

#2 äte: Shields are ineffeetiVe against ‚HuThe only 
xception to thisis Balefire. 


.- x S-ELEMENTS; Ein, Fire, Water, Air, Spirit 


When you acquire an-artifact/ it is- 
one of several slöotson yous H 


Pplaced into Y 


. 
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\ Balefire Iaunches-a" ‚stream of light which 


Anything-the light touches is loosenred from the time- 
“line. Most öbjects and victims disappear as_if they 
never existed, although cuendillar seals are impervious 
töthis effect. Balefire first gathers its power (by hold- 
= 4 ingitheifire button), and then-releases its power (by 
releasing.the fire button); the longer the effect gath- 
ers, the more powerful it is when loosed. 


ELEMENTS: F Fire, Air, ‚Water 


6. CHAIN IIGHTNING 


* EFFECT: For agllong you continue to activate Chain 
Lightning, theter‘angreal weaves an.aura of electrici- 
“ty around you. Touching someone elsein this state 


time. : a weave from änother ter’angreal strikes it, the 
artifact that generated that weave is snatched from the 
owner’s grasp and placed in your inventory,. 


ELEMENTS: Air, Wäter, Spirit, Fir Eärth 
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EFFECT: Air Pulse pushes a reiht quick weäve of air 
directly in front of you. If the blast of air strikes some- 
one, the;weave hits like a hammer, inflicting significant £: 
: damage. The artifact continually replenishes its power 

" from the One Source, so charges are not expended. 
d 


ELEMENTS: Air RE: : 
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creates a link between you and your target; touching, Ur -#, DISTANTENE- 
more targets creates more links. Theulightnmg.damages, Y EFFECT: MAdavzung Distant Eve fixes- its Nocätion. 


all victims until you,ruf out of Charges,\your stop S Ä . 
expending charges, yoW'äre damaged, ör.the t tfüns Dropping thetter 'angreal causes it to "forget" its initial 


far enough away. Anyof these will break the Per R location: After ‘plä@ement, a subsequent MR? 
activated in waler, Chain Lightning affects anyon kih- , 2 fows you to look through the Eye-to see whatever i 


inthe water, induding theksäz ui #  sees-as long as you remain still. Invoking the-Eye while 
- EI “using it fires a stream of Darts at whatever the eye is 
ELEMENTS: Water, Fire, Air ah trained on. The floating Eyeitselfis eu can be 


easily destroyed. _ 
ELEMENTS: Air, Earth 


1, KH SHELD Tr. 
ECT: Earth Shield forms»a pröfgetiverbartier that 
vVents äll' eärth-based- weayes"Ör dnviröninental 


Bzards fromaffectinig you. 
ENTS: Eörth ‚ 


ELEMENTS: Spirit 
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EFFECT: -The ie ter 'angreat focuses the of 
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FECT: The Eärth Teager ER launches a 
concenftiäted weave of. earth power. Any-surface it 
touches in a violent tremor, extremely danger- 
ous to anyone'caught within. 


EN Earth 


ERPLOSDE WARD 


3 As long as you äre- looking directly at a flat 


y not necess 
can-spray multiple Darts at, a victim in 3°vEr)«short time. 


ELEMENTS: Fire, Air > En x 


9. DE IszR 


EFFECT: For & RR While, Decay od dramns away 
both'the target’s s health And. the 7 held arti= 
facts. = s 
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ELEMENTS: Water, Spirit | z Ban surface, ac ating; he ter’angreal affixes, a Ward 
a e > "upoh it. Wälking nearthe Ward, or striking it with a 

10, DISGUISE - 2 | projectile, eauses it to unravel in an explosion of 
u — - Earthrff nothing triggers it, the weave automatically 


EFFECT: As long as you continue to) 
fact, Disguise cloaks you with theiin 
creature or person. | © ng Ya ö 


ELEMENTS: Spirit pn age 


ivate, the arti- “ zZ u explodes after a while. 
7 # ELEMENTS: Earth, Fire 
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15. FIND TARGET A 


EFFECT: For a short time; all seeking ı weavek omati- = 
cally target theneares#%ictim, ‚regardless of rent. 


ELEMENTS: Air Spirits 
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ee The Fe ter'angreal summons a 


n of.the u that you command. 
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EFFECT: The Fireball ter’angreal launches a re A EFFECT: With each activation, th& He: r'an- 
ed weave of fire, It explodes upon impact with- anything greal räises your health slightly. . nr 


EXcept water, which causes it to fizzle, 


FERN Water, Air, Spirit ni se 
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N. ARE SHIELD m = CT: While you continue to activate 


ol | e | u 1) Bu. 
EFFECT: Fire Shield Gt a protective barrier chsEBRRS 3 N _ "Levitate,“ tloat slightlyrabove the ground. 
vents all fire-based wWeaves. or environmental hazards | -This eff isnoßflight, however; athin weave of 
from affecting you. m Salr r merely Eee wen descent. 
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18. FORK er 2. LICH T SPHERE 
EFFECT: For a short time, Fork ET. Although EFFECT: Actiyating the ter'angreal weaves a 


artifact weaves that penetrate this shield still affect you, simple‘sphere of light. The sphere accompanies 
a duplicate attack isIaunched back at the originator. you, until unraveled by a’subsequent activation. 


ELEMENTS: Air, Spirit, Water, Earth, Fire _ ELEMENTS:-Fire Air 


24 MINION 


- EFFECT: The Midion ter’angreal summons a 
"grunt" or soldier ofthe type that you command. 


ELEMENTS: Spirit 
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ı9. FREEZE £ 


EFFECT: The ter’angreal wraps-its target with a frozen 
weave of water, making movement-impossible during 
the short time that the ice is RER x“ 

ELEMENTS: Water | Er 


Bin 


nn nennen: mn nun . BEE 


Pu 


25. PERSONAL TILUSION \ u N 
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EFFECT: Personal Illusiofi weave® your-image before 
you, an ethereal copyiofyou, and leaveg it theretofool > 
others, ar magic-sensitive enemies such as 
Mashadar orsMa 

image calbe tärgeted by other weäves. It ce 
aftersomMe time. 
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ELEMENTS: Air, Spirit —® 


zb: PERSONAL SHIELD 7: 


= m 
EFFECT: Personal Shield surrounds"you with a weave ve a 
that blunts all damage- deäling attacks, intefnal ’or Pi: # 
external. It,is a permandft. it effect, “although it"can be — 
worn away by saidu@attacks:" Subsequenit activation 
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replenishes the shield‘s strength. N 
Schu, 
ELEMENTS: Air =: 5 
En Be 5 = 
eh 3. 


en 
EFFECT: For a short time, Reflect surrounds you 7% aı# 5 
shield‘that causes any weave that strikes it\to’bounce ? 


back at the originator. You are „noträffected by the 
attack. | 


ELEMENTS: Air, Fire; Earth, Water, Spirit 
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EFFECT: Seeker launches anf'explosive projectile-at 3 
target, gathering speed as it’hunts the target” down. 
Unless countered, Seeker xplhäktlu pen impact. = 


ELEMENTS: Fire, Air 


SImTTTE 


ER ut 
=: > with- that" of Your target. Swap Places tricks any 
au 
- 5 un _weaves that urrentiy track you into now tracking 
| E "your target, and'vice-versa. 
Fe “ ELEMENTS: Spirit 
RL 0 2 a Zn ii Merz Tissih,f; i gi; Fe Ein ZzE ER VE EEN WDR 7 PL w ME TEEN 0 en 1 ro 


in Shin. Älthough not solläixthis 2 = 
2“ — JELEMENTS: Air, Spirit, Earth, Fire, Water 


EFFECT: This br re erects a barrier between 
96 änd your target. It lasts for a short time, unless 
| you continue, to activate the artifact. This barrier 
re any weäves that strikeiit. 
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30. SHIFT 2 


EFFECT: Shift instantly moves Ar paces 
ahead of your current location, tAroßgh all obsta- 
les, as long 35 the destination is lEaR/ An weaves 
"ecurre Bant!y löcked on to you lose eier 


MENTS: Spirit, Air u. Fr 
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r [Eoha honie Soul Barb’s tafßet takes 
‚mage whenever.he activates an artifact--more 
erful artifacts ap 


un 


ELEME s’Spirit * Fri 


2. SPIRIT SHIELD 


„ EFFECT: Spirit Shield“forms a protective barrier 
lat Pfevents all spirit-based weaves or environ- 
mentäl’hazards from affecting you. 
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EFFECT: This | ‘ter ungreal switches "your--Position 
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34. TAINT 


EFFECT: All ter’angreal held by the target are perma- w 
nently tainted (unlessaffected. by Unraxel or Aura’df . 
Unraveling). If the tainted-artifacts are ü 

cause damages the User; möre_powerful a 
inflict maie damage. 


ELEMENTS: Spirit, Earth, Water, Fire, Air . 2 


35 TRACER 


EFFECT: Tracer creates a weave“thät s@eks out Bas & 
nearest seal, leaving behind a glowing trail.“ After 


‚ short time, the trail slowly des. _ a 


UML - 


EFFECT: ‚For er time, -unravel instantly 
„de troys any weave currently affecting you or 
located within a smalliarea around you. All effects, 
Woven traps, or projectiles within this radius simply 
 disappear. Naturally, while Unravel is active, you 
„u . -eännot.activate additional artifacts. ns 
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== ELEMENTS: Water, Spirit Fa = 
| | REIEsE 
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» WATER SHIELD Be 525 
"FECT: Water Shield forms a oral we. börüer 
t-prevenits all water-based rn m ua 


u re a > 
ELEMENTS: Fire, Air_ 7 a. de RE 
Br u De . 


36. TRAP DETEET 


EFFECT: For a short Eine: Trap.Detect makes h, 
traps 'extremely Sbvious, whether the traps = 
from the One"Pöwer of’ conventi h As u ee r 
approach a trap, your heart quickens“ but more , © 
importantly, any trap directly im your viewälights 2 
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u er you cohtinde to activate 
Yhi wind, er ne and lifted üp into 


2. 
with a visual cue that serves to Eier position‘ — et pw 
and function. This cue only shows the closest ‚trap; = > 
sweeping the areas recommended to dissoyer; more. ; 2 
ELEMENTS: Water, Air, Karte" 7, a: es 2. 
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1. TROLLOC 


Trollocs-äre the grunt soldiers of the % 
Forsaken,. crossbred from human "and 
ani animal stock. They come in many vari- 

ties, but the,wörst of them are guick; 
tough, ad ferocious; very difficult tokill. They tendto, * 
close on-their opponents, preferring to get,a good. 
tookat their victims while they rip them apart withftheir = 
axes, although some Trollocs'have been knowmto-hurl 25 
their weapons as. well. | 


Trollocs rem "impossible to er 
controk“ They obey önty-out. of fear, 


and they fear ‘only the Myrddraal.. 


of-Shayol Ghül,.sshose blades continue to.de == % 


long äfter the actual cut. | Ber” 


fade into the shadows and then reappear\elsewhere in |; 
th&dark to strike. Like other captains, th@ Myrddraal 
can be’ commanded to kill intruders, guard an area, 
guard a seal, run for a an alarm: 3 


\ 
Follocs“ bre Hear nasty, but | 
‘only the most h climb the Tanks 
to the Clan Leader. This boar-likehalf- 
breed towers over his-Brethren and 
armed with a double-sided halberd; devastating up | 
close, but the Leader can also throw it with amazing | 
accuracy. The Trolloc Clan Leader is probably the | 
quickest and most resilient of the Dark.One's forces.- 


23 


2. MYRDDRAAL== PS 75 IR 


Myırddraal can attack “either with. ce ie 
crossbow or with theiblack swords forged onthes es N I 


4. WHLTECLOAR-SOLDIER 


The soldiers are the&backbone of the Children of 
jeötlight‘s fanätical army. Their uniforms 
include conical helmets, a sunburst shield, and 
GG ehe "traditional white cloaks By which they are 


and attack withblades,-while using their shields ta-deflect any 
physical projectiles. The shields are damaged- AT such attacks 
and-.can eventually be destroyed. u 2% 


5. WHITECLOAK ARCHER = 27° 


x 
The .archer is a Whitecloak officer; ‚sttonger, 
swifter, and better trained thanthe s rs under 
his command: Although he ‚JJacks the soldier’s 
ihield, he is armed with-a powerful longbow, The 


Sucher must kneel onthe ‚ground to use it, but once there, he can 


wait for the target to reveal himself,.then let Joose ’anfunerring 
artow. The archer.can be, cömmanded to kill intruders, guard an 


area, „guard a a for un a; en an alarm. 


6. WITECLOAK QUESTIONER 


Even -other-Whitecloaks are afraid of the. sect 
called. The Hand. of the Light. Known among 
themselves as The Hand.that digs out Truth, they 
BE re more often known to_ others as the 
Questioners. They search för those who have given.their souls to 
the Dark One, förcing confession from-their victims,using any 
methods necessary. The Questionessin this remote borderland gar- 
fison have been outfitted with a‘ special shield from the Age of 
Legends that has the power to reflect any projectile back at the 
attacker." These attacks cause damage, however, .and the shields 
can eventually be-destroyed. « 
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7. WARDER > i 


Once a woman becomes Aes Sedal, Her and 3 a 
Warder. Men, chosenföktheir. skills at arms, ar rma- 
nently linked to AgsSedai Sisters and then trained tö:be 
protectors. „The are also issued-a color-shiftin ak 
that allows them to fadelinto the background, effectively making-them 

invisible. Warders are@mong the most fearsome warriörs known; some“ 
ascribe their uncanfif Fighting ability to their special bond, butthe Ads 
Sedai deny this. 


— 


A woman who can touch the Öne Power usually Kind 
her way to the White Tower-to-be:trair ned; otherwise, 
she may find death _erinsanity. After-years of study, 
passing.a final tes£, and taking the three oaths, she 
becomes a full sister and must join one of the seven sects-or 
Ajahs-within-the Tower. All Aes’Sedai are able to channel a} 
Power to create powerful-offensive and defensiye- weaves for. us 
defending the Tower. Sisterscan becommandedito kill te Baard 
an area, guard 3 seal, run for reinforcements, or sound U alarm. | 


9. ABS SEDAI SITTER OF THE HALL 


The ruling council of the Aes Sedai is Know as the Hall 
of the Tower, which consists of three representatives, 
called "Sitters," from each Ajah; the Amyrlin Seat who 
leads the Hall; and the Keeper of the Chronicles, the 
Amyrlin’s right hand. The Sitters tend to be the Mö8t experienced and 
dangerous sisters in the Tower; they commänd a-larger repertoire of- 
weaves more powerful and requiring a greater Bbify to channel than 
any other Aes Sedai. 


P2 


komm 


ee 


B 74 


Ze Zu 


Uninyited BE ef the ruined city of Shadar 

th don’t usually leave. The lucky ones die. 
Dar cling to life, but are corrupted by 
Ma adar“the soulless evil. that pervades the 


 shadows, wälting-for a hapless vice to and nearby..Miı inions are 
_ extremely quick and can evade most standärd projeetiles;_but they 
_prefer to remain still-watching and waiting, especially.if they think 
their movement might be seen. When eyes are turned, they bolt.to 
st of shadows close to their prey,;-then exten 'hooked 

d to their backs into the victim's flesh and’draw them 


ip: rend the meat from their bones. S: 
ei 
ADAR TENDRILS ERER 


Thousands ofıyears ago;'thercity of-Aridhol-now 
nown asıShadar Logoth, or "Shadow's Waiting” 

inthe old tongde-collapsed under the weight of 
Kto wo evil. The only resident left wäsa single evil 


upon Hontack ith-flesh, — the ife "force from. its victims; 

Mashadar grows stronßer as the victim weakens and eventually 

dies. Each tendril can be’destroyed, which causes it to retract back 

intö’the city walls. Mashadartendrils can be commanded to guard 
"an area, guard.a seal, or kill intruders. 


12. LEGION- 


Mashadardacks a physical form, but it found that it 
could create one by Binding the almost-dead bodies 
ofits victimsitogether, then animate it by manipu- 
lating the still-living muscles and tendons. The result 
is a'hulking, lumbering mönstrosity.-Despite the frail appearance of 
the-collected bodies, Legion can smash its bulk into the ground to 
cause violent tremors that throw fractured stone chips everywhere. 
Legion cän alsö unleash a seeking spirit tendril to track down and 
subdue its-prey, reädying it for inclusion into its collection. 


1. SPEAR TRAP 


The spear,träp can be’ placed ön any verti- 
cal or horizontal surface large enough to 
suppozt.it. It appears as a simple höle. 
When someone ‚approaches this höle, a 
thick, dangerous spear shoots out, cuttingand'pushing tk 


a connected chain. mt 


2. TITLING STAIRWAY 


Inside of your citadel, every stairwäy. 
marked with the stair trap icon can be 
trapped. Once thestair trap is active, it 
# waits until someone reäches- the center 
step, after which all ofthessteps flätten and send the vic-. 
tim stumbling to the ground below. This keeps people, 
from climbing the'stairs; and could potentially en 5 
into other traps-at.the bottom. ü | - 
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All archways marked with_the' Portcullis 
icon can be trapped.i@fice theportcullis is 
active, it waits for someone to walk 
zn beneaththeärch. This causes 3 metal gate 
to fall from the ceiling, damaging anyone.directiy under- 
neath, but more likely trapping that persomson:the öther 
side. Portcullises are much more fragile'than walls, and can 
be destroyed without difficulty.: 
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Victim back. Afterward, it is drawn back into the ‚hole by —z 


Be 
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Pits can be placed on any horizontal space large 


oa A 


= 3 enough to support them. They cannot overlap. 
; Oe placed, the pitisrather difficult to see. The 
| #quäre cover -appears a5 a faint netting or grid. It 
3 is illusogy, # false floor, which sends anyone walking upon itfalling 
=, into the deep pit below. Hitting bottom causes a fair-amount of 
r damage, but vines growing on the pit walls makeit eaPip dimb 
Is Out, 
Eu F x E De E 
A | > WALL 4 \ 


The wall isa hastily built barricade konskling of 
‚any dönvenient materials. It canıbe placed a; against 
any flat vertical surface. The wallextend$ a@ross 
je floor to blöck-off possible passage, through 
Although 1 the wall is sturdier than-a Dali: 
Pit can a edenroyd. | 


r F 


A firewall consists of-z line of buming“boards, 
sticks, brush-anything flammable.-The fire wall 
can be pläced against any flat vertical surface; it 

| extends across"the floor to the far wall. While 
Söorzte: can cross'this line, the fire causes quite a bit of damage in 
the pröcess: ne eventually stamp out the fire. 
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not found in most other death match games. 

The combination of seeking weapons (effects | 

that lock onto an opponent and gradually get BINNEN: (Pit, Spear, Fire, Wall, St: 
faster and faster until they reach him no mat- | f 2) AS troops (Grunt, Br 
er where he hides) with defensive arti- —. IL 4, The Alarm, Traps and 


1at can bounce back defensive capacity, ensöiE the en to 
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the attack, or absorb it, or cancel e. | focus on an offensive role. 

it) is an experience that ; 

m ;- : - f the game is to capture one or more 
requires just a bit more a 

thought than a tradition- 

al death match - but is 


3 ultimately much more 
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carry only one seal at a time. To win the game, the 
player must place one or more enemy seals on his 


altar while his own seal is also in place. 


-MULTIPLAYER 
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o join a multiplayer game 


oron a local area network, sele 


AME 


"A browser will pop up that will enable you to 
_ connect to any active Wheel of Time servers. 
FF Use the tabs along the top to find the server 
7 you want to join, then double click on the serv- 


ar 


er name inside the window to join the desired 


‚JOININGA 
3 


LAYER 


© game. 


Pr 


Server information tie > inside the window 
includes the server name, [ Ping, number of play- 
© ers, game type, and the ae map name. 


Me 


e| pl laying over the Internet, remember to 
es) an open Internet connection active before 
H starting Wheel of Time. This usually means that 
# you simply log into your ISP - that will open a 
SE TCP/IP connection that Wheel of Time can use 
3 z to talk to the Internet. 


RR 


"ER from the main menu and then JoIN GAME! 


LAY THE 


How To 
CITADEL 
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) T "#he game dynamic is actually pretty straight- 
Ef forward. You start with a number of seals (usual- 
4 hy two, but this number is configurable from the 
| game server) and you need to collect other seals 
from opposing players (usually two more - 
in a typical citadel game, four seals are needed 


to win). 


Players start in their own citadels — a sort of 
"home base" - and begin the game by using the 
Citadel Editor to hide their seals and place traps 
- and troops. The goal in placing traps and troops 
is to defend the seals and make the citadel a 


very unpleasant place for opposing players. 


Ru 


&2 Once all of the players (or teams) have finished 
editing, the battle begins. Players defend their 
own citadels and attempt to breach the citadels 

|belonging to their opponents. The objective is 
to put a defined number of seals (usually four) 
on the altar of your own citadel... which means 


you need to capture seals from your opponents. 
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(UI he first thing to do in a citadel game is use the 
Citadel Editor to hide your seals and then places 
traps and troops to defend them. 


To enter "edit mode," press F10. (Only the first per- 
son to join a team can edit the citadel.) The inter- 


face behaves in much the same way as the "Main" 


interface in that 1, 2, 3, ... O are used to select a 
trap/troop/seal, Left Mouse Click is used to place 
the resource. Left Mouse Click while pointing at an 
object will delete it. 


Access to the editor is possible only from the team’ 5 
citadel. (You can 'tedit an enailiy citadel!) 


B. 1 


Tra raps and Alarms 


Traps are not activated by and/or do not affect your 
team. The following traps (and the alarm) can be 
placed by the Citadel Editor: 


ALARM Sounded by the player’s captains to sum- 
mon troops from different parts of the 
citadel. 

FIRE WALL Limits movement - causes damage - can 
be destroyed in stages. 

PIT Limits movement - causes damage. 


PORTCULLIS Blocks movement - causes damage - can 
be destroyed. 


SPEAR Limits movement - causes damage. 


“ 


Blocks movement. 


Blocks movement - can be 
destroyed in stages. 


Captain: 
Champion: 
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features active during multiplayer game play: 


here are a number of special commands and 


Communication with other players. Hit the TAB 
key, then type "SAY", space, and any text you 
want followed by the ENTER key to broadcast 


comments to all other players (for example, you 


could hit TAB and type "say I'm coming to get 
you!!" followed by ENTER - other players would 
see the text "I'm coming to get you!!" pop up on 
the screen). You can also press the T key as a short 
cut - hit T and then type the message you want 
followed by ENTER. 


Team communication. If you want to broadcast to 
teammates in a team game, use the command 
"TEAMSAY" instead of "SAY". This works the 
’ same way as described above but broadcasts only 
to players on your team. The Y key is the shortcut 
for TEAMSAY - hit Y, type your message, and 
then hit ENTER to broadcast to your team. 


Taunts. Hit the G, H, J, K, L, or ; keys to taunt 
your enemies (each key triggers a unique spoken 
taunt audible to other players in the vicinity) 
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(uf o start up a game server, choose MUL- 
TIPLAYER from the main menu and then 
select either CITADEL SERVER or ARENA 
SERVER to configure your server and then 
launch it. You have the option to set a num- 
ber of parameters for the game you’re about 
to start, including the level (map) to play on, 
the maximum number of players in the game, 


\ and the server name. For Arena Zul 
h \ can specify whether or not to cycle through 
\ the maps and what defines the end of the 


game session (e.g. number of kills or a time 


’ limit). For Citadel games you can specify the 


number of seals in each Citadel, the number 
of seals needed to win, automatic team 
selection, and the maximum number of peo- 
ple on each team. | 


To actually start the game, go to the bottom 
of the ARENA SERVER or CITADEL SERVER 
menu and select "Launch Dedicated Server". 


To run a server on the same machine that 
you're playing on, launch a dedicated server, 
make sure you follow the instructions on the 
screen relating to setting the max client frame 
rate, and then start up Wheel of Time again. 
Join a game from the main menu by selecting 
MULTIPLAYER, then picking JOIN GAME, 


on the sa ey 
BE: mach | will most yw 
dedicated machine 2, you sxpect more than two or thı 


ple to play. 


s. Re member to research artifacts 


ing the new artifact and 


that you pick up by se 


ing F2. Researching artifacts will provide you with 
information you need for solving puzzles and 


use in combat. 


room, then pay attention. This is often a cluet 
asarfinding a «ect. (For ocımple, the soluti 
might be to punch through a wall with a fire ball). 


ultiplay er Arena Game: 


Use r et. ulse gr < defensive 
artifacts wise 2 Band while being dl ‚a seeking 
pr ojectile, wait until activating "Reflect" un ıtil the ve 

minute... then, when you do reflect, the projectile will retüin 


to your attacker at a higher velocity. 


Look for "combination effects". Artifacts often interact in 
r ways. For example, you 2 use "Freeze" to lock 


ie with 


ng slowiy on your 
‚machine, yc y want to tune the per- 
‚ ormance k parameters available in the 
" HARDWARE menu. Here is some infor- 
_ mation about the different options: 


TIMIZE 


Master Detail Control: This is the overall 


master control for performance opti- 


Concenträte 'your traps and tr 


traps and troops so that anı int mization (note that you can tune the 


combined effects of spear tra individual parameters as explained 
| below - this is a "master your control" 
everything). Select MEDIUM to reduce 


texture detail, particle density, the 


troops. 


Be: 


2. = 


= number of decorations on-screen, and 
' sound quality. Select LOW if perfor- 


B mance is suffering even on Medium - 


ocking off an entrance 0 yc 


am 


nnelin 


TO Op 
YOoUR SYTEM FOR 


En; you‘ll be missing out on some cool tex- 
1 2s in your 1, 
Is will light up as tures and effects, but game perfor- 


mance should increase significantly. 


How 


Note that some changes may not take 


effect until after you start a new level. 


Geometry Detail: Setting Geometry 
Detail to LOW will reduce the level of 
detail in some of the environments - but 


will increase performance due to a 
reduced number of polygons displayed. 


Texture Detail: By selecting MEDIUM 

texture detail instead of HIGH, you will 

eut the amount of memory used by tex- 
oe Ts h; 


$oänd Quality Set sout dh uality follgäme voice and sound 
17 | 
effects to low to increase "Performance by trading 16-bit, 
22KHz playback for eight bit, 1 1KHz play-back. The degra- 
dätion in actual sound quality shouldn’t be too bad and the 


resulting performance increase should be noticeable. Note: 


Don't : 


performance | pre 


ler This will not affect cut scenes. 
degrade = qualit) 


Play Music: This game uses MP3 music playback. While the 
en Detail: Perf 
slider to the left. As you 


number of decorations 


music adds a lot to the game experience, it also imposes a 5% 


CPU hit and consumes eight megabytes of 
memory. Simply put, music saps perfor- 

mance. Turn music off on any system with 
less than 128MB of RAM. n 


“ 
En 


It is also advisable to keep vs 


bushes, lamps, and other e nviron 
essential to game play but cont 


‚holes, . 
music off for machines with 


Bst appear lower end CPUs 
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ental effects (e.g. rain) are created 
Unfortunately the particle system is a 
u move the slider to the left you/ll 
f particles used for graphical effects and 
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Important Technical Note 


The Wheel of Time CDs and manual contain advertise- 
ments and/or materials associated with several other 
products and services with which you can enjoy your 
Wheel of Time product. GT Interactive Software does not 
provide Technical Support for any of these products or 


services. For the products or services included on the CD, 
please consult the associated Readme.txt files (if applica- 


ble) for determining your technical support options. 


Wheel of Time Technical 
Support (U.S. & Canada) 


ASSISTANCE VIA WORLD WIDE WEB 
Get up-to-the-minute technical information 
at the GT Interactive Software web-site, at: 


; lin m twenty-four hours a day, 


seven days a week. Through this site you'll have accessto 
our FAQ documents, (Frequentiy Asked Questions) 


which contain our latest troubleshooting information. 


You’ll have access to our FTP (File Transfer Protocol) area 


where you can download patches and new enhancements ° 


as soon as they become available, and an E-Mail area 
where you can leave us your tech support problems and 
questions if you do not find your answers within the FAQ. 


HELP VIA TELEPHONE/FAX OR MAIL 
IN THE UNITED STATES & CANADA 


For phone assistance, call GT Interactive Software’s 


Tech Support at (425) 398-3074. We have an Interactive 
R > Response and Faxback system that is available twenty- 
ur hours a day, seven days a week. If you should need live sup- 

Ä oi ‚ we are available Monday through Friday, 7:30 AM until 

7: 0 PM (PST). Please note that live Tech Support may be closed 

major holidays. We ask that you do the following when call- 

: be at your computer; have your system information ready for 

technicians including system make and model; RAM; video 

ar Ben drivers; and any screen or error messages 
te :d and where (if not currently displayed on 

1 (pedite your handling significantly. You may 

U : ical Support questions or problems to: 

4 8 , or write in to the address below. 


“and sound: 


PRODUCT RETURN PROCEDURES IN 

"THE UNITED STA CANADA 

In the event our technicians at 425-398-3074 determine that 
fou will need to forward materials directly to us, please include a 
ji rief letter explaining what is enclosed and why. Make sure you 
"include the Return Merchandise Authorization Number (RMA#) 
| "supplied you by the technician and your telephone number in 
' B.e we need to call you. Any materials not containing this RMA# 


will be returned to you unprocessed. Your mail should be sent to 


the following address: 


i 
| GT Interactive Software 
13110 NE 177th Place 
Suite # B101, Box180 
Woodinville, WA 98072-9965 
Attn: Technical Support 
RMA#: (include your RMA# here) 


| e German mailing address is: 


LICY IN THE UNITE A Eı | 

m GT Interactive Software GmbH 

If our technicians determine that the product storage medium we Kundenservice 

is found to be defective within ninety (90) days of original Warburgstr. 35 
purchase, (unless otherwise provided by applicable law), GT 20354 Hamburg 


Interactive Software will replace the item free of © E IL SUPPOR “ OPE 


the original purchaser, if the item is accompanied by the c | 

inal dated receiot and packasine. IE vun aaa er nch customers can e-mail: cyberhl@aol.com 

inal receipt, or if the warranty_per ustomers in the Netherlands and Belgium email: | 
Interactiv a I reolac Ipdesk@homesoft.nl a 


for a nominal fee an customers email: gtinteractive@maxupport.de or go to 


f 4 bi 1 „ ra uLı- ° 
If your product information contains Technical Support phone 


j E, 


har 3 copies LUT107% 
3s produc ed Moush > efforts of many »eople wi 
ir livelihood from its lawful. use. Don’t make copies for 
who have not paid for the right to use it. To report copy- 
violations to the Software Publishers Association, call 


Technical Support ee) 


HELP VIA TELEPHONE IN EUROPE RER 


Irish and English speaking Finish and Italian customers can call: 00-388-PIR8 or write: 

(011 44) 1923 209145. Software Publishers Association 
French and Belgian customers can call: + 33 1 41 06 59 96 1101 Connecticut Ave., Suite 901 
Customers in the Netherlands and Belgium can fax: +31 23 NW Washington, DC 20036 


ErEINEN 

German customers call: 01805 / 25 43 91 15.00 h - 20.00 h 
Voice mail: 01805 / 25 43 92 

Fax: 01805 / 25 43 93 


r is program is protected by United States federal and international 
'opyright laws. 


All trademarks mentioned in this manual are the property of their 
Fe pective owners. 
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PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU 
AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. I 
YOU DO NOT AGREE TO THESE TERMS, PROMPTLY RETURN TH 
CD-ROM IN ITS PACKAGING TO THE PLACE WHERE YO 
OBTAINED IT. 


1. License. The software accompanying this license (the "Software") and the 
related documentation are licensed to you by us and are subject to this 
license. If the Software is configured for loading onto a hardrive, you may so 
load the Software only onto the hard drive of a single computer and run the 
Software off only that hard drive. You may not delete the copyright notices 


or any other proprietary legends on the original copy of the Software. You ® 


may transfer all rights we grant to you in this license to someone else as long 
as he or she reads and agrees to accept this license. If there is an editor incor- 
porated into the Software, this license is also subject to Section 8 below. 


2. Restrictions. The Software contains copyrighted material, trade secrets 
and other proprietary material. You may not decompile, modify, reverse engi- 
neer, disassemble or otherwise reproduce the Software except as expressiy 
allowed by us. You may not rent, lease, sublicense or distribute the Software. 
You may not electronically transmit the Software from one computer to 
another or over a network. 


3. Termination. This License is effective until terminated. You may termi- 
nate this License at any time by destroying the Software and related docu- 
mentation. This License will terminate immediately without notice from us if 


you fail to comply with any provision of this license. Upon termination, you 


must destroy the Software and related documentation. 


4. Disclaimer of Warranty on Software. You are aware and agree that use 
of the Software and the media on which it is recorded is at your sole risk. The 
Software, related documentation and the media are provided "AS IS." Unless 
otherwise provided by applicable law, GTIS warrants to the original purchaser 
of this product that the Software storage medium will be free from defects in 
material and workmanship under normal use for ninety (90) days from the date 
of purchase. This warranty is void if the defect has arisen through accident, 
abuse, neglect or misapplication. We EXPRESSLY DISCLAIM ALL OTHER WAR- 
RANTIES, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO, THE 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE. WE DO NOT WARRANT THAT THE FUNCTIONS CON- 
TAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO ORAL 
OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR 
AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR IN ANY 
WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS 
DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE 
ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 


in of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, 

„WE BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES 
IT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOC- 
| NTATION, EVEN IFWE HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAM- 

‚, SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF 
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITA- 
N OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall our total liability to 
u for all damages, losses, and causes of action (whether in contract, tort or otherwise) 
ceed the amount paid by you for the Software. 


trolling Law and Severability. This license shall be governed by and construed in 
eordance with the laws of the State of New York, USA. If any provision of this license is 
ienforceable, the rest of it shall remain in effect. 


plete Agreement. This license constitutes the entire agreement between the par- 
respect to the use of the Software and the related documentation. 


or and End-user Variations. 


he Software may include an "Editor." An "Editor" is a feature which allows you to 

the Software or to construct new variations for use with it. These modifications and 
ions can be both playable and non-playable. An Editor includes its associated tools 
ütilities. An Editor is NOT shareware. You may not freely distribute it to any BBS, CD, 
y or any other media. You may not sell it or repackage it for sale. 


U ing the Editor, you may create modifications or enhancements to the Software, 
ling the construction of new levels (collectively referred to as "Variations"), subject to 
ollowing restrictions: 


f Variations must only work with the full, registered copy of the Software, not inde- 
Jently or with any other software. 


. 
y 


) r Variations must not contain modifications to any executable file. 


dur Variations must not contain any libelous, defamatory, or other illegal material, 
erial that is scandalous or invades the rights of privacy or publicity of any third party, or 
tains any trademarks, copyright-protected work, or other recognizable property of third 


f. At least once in every online description and with reasonable duration on the opening 
feen, your Variations must prominently identify (i) the names and email addresses of its cre- 
Ors, and (ii) the words "THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT Interactive 
öftware, The WizardWorks Group, or any of their affiliates and subsidiaries. 

. Your Variations must be distributed solely for free. Neither you nor any other person or 
fty may sell them to anyone, commercially exploit them in any way, or charge anyone for 
ng them. You may exchange them at no charge among other end-users. 


By distributing or permitting the distribution of any of your Variations, you hereby grant 
Kto us an irrevocable royalty-free right to use and distribute them by any means. 


The prohibitions and restrictions in this section apply to anyone in possession of the 
ware or any of your Variations. 
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